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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO ' HARDWA RE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before, 

* Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 

* Parents should watch when their children play video games. Stop playing 
and consult a doc Lor if you or your child have any of the following symptoms: 

Convulsions Eye or muscle twitching Loss ol awareness 

Alters d mi on I nvo I uni a ry movem enls 0 isor i e n la tio n 

To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen. 

3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room, 

5. Take a 10 to 15 minute break every hour. 


AWARNING - Repetitive Motion Injuries and Eyestrain _ 

Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 

- Avoid excessive play, It is recommended that parents monitor their children for 
appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

* If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


AWARNING - Electric Shock 

To avoid electric shock when you use this system: 

* Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

* U se o n ly th e AC a da pter th a t co mes with your syste m. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord, 

* Aiwa ys ca ref u I ly d isconnect aEJ plugs by pulling on the plug and n ot on th e cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AcAUTION - Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy 
or nauseous when playing video games with this system, stop playing and rest 
Do not drive or engage in other demanding activity until you feel better. 


^CAUTION - Laser Device 


The Nintendo GameCube is a Class I laser product Do not attempt to 
disassemble the Nintendo GameCube, Refer servicing to qualified personnel 
only. 

Caution Use of controls or adjustments or procedures other than those 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position., causing incorrect game control during game play, 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 
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The official neat is your assurance 
that this product is licensed or 
ttt a n tifa c t u red by /V in te n d a* , A fw tty' s 
look for this seal when baying video 
game systems, accessories, games 
and related products. 



Nintendo doss nat licensB tfie sate nr use gl products without tfto Official Minis ndn Saal 


■SI THIS GAME SUPPORTS 

SIMULTANEOUS GAME PLAY 
■iH WITH TWO PLAYERS AND 

mmm controllers. 



THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS. SETTINGS 
OR STATISTICS. 


Important Legal Information 

Copying ol any video game lor any Nintendo system is illegal and is striclly prohibited by 
domestic and international intellectual properly laws. “Back-up'’or “archival" copies are 
not authorized and are not necessary to protect your software. Violators will be prosecuted 

This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product 
warranty. Nintendo (and/or any Nintendo licensee or distributor} is not responsible for any 
damage or loss caused by Ihe use of any such device. If use ol such device causes your 
game to stop operating, disconnect the device carefully to avoid damage and resume 
normal game play. If your game ceases to operate and you have no device attached to it, 
please contact the game publisher’s'Technical Support" or "Customer Service" department. 

The contents of this notice do not interfere with your statutory rights. 

This booklet and other printed materials accompanying this game are protected by 
domestic and international intellectual property laws. 

Rev-D (L) 

THIS PRODUCT HAS BEEN RATED BY THE 
EHTERTAIHMSNT SOFTWARE RATING 
BOARD. FOR INFORMATION ABOUT THE 
ESFB RATING, OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING. PLEASE 
CONTACT THE ESFtB AT WWW.ESHB.ORG. 
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The Nintendo GameCube ™ System 



Menu/Sub-Menu Navigation 

Throughout lIlls mailuaL Up, Down, Left anti Right will signify pressing 
Up, Down, Left and Right on ihe + Control Pad, To navigate through the game 
menus (he. Options), use the -rControI Pad (Up, Down, Left or Right 
depending on the menu) to highlight a selection. 


Quitting a Game in progress 


During the game, press START to display the Pause Menu, Press the 
+Ccantr ol Pad Down to select Main Mi'nil then prcss the A Button. To con¬ 
firm exiting the game, highlight jjES. then press the A Button again. 
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Using the Nintendo GameCube™ Controller 

L Button 


Control Stick 


* 

: 



B Button 


- Control Pad 


C Stick 


Personal Profiles 


When you Sian up your Mortal Korn bat: Deception game, it automatically 
loads any saved game data from the Nintendo GameCube Memory Card, If no 
previous MKD data can lie found on the Memory Card, you will lie prompted 
to create a new PROFILE KOLLECTION . When prompted, press the Y But ton to 
create an MKD file to Memory Card in Slot A or flic X Button to create a file 
to Memory Card in Slot B (see PROFILES, pg, 12). 
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kombat mode 
(CONQUEST MODE 
Pu/zle T< o mbat Mode 

Chess Mock 


attack 2 
INVENTORY 
Move to Cursor 
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TOGGLE MAP ON/OFF 
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attack 1 
ATTACK 
Special Move 


pick up weapon 
CAMERA CONTROL 
Move Camera 


attack 4 
MEDITATE 
Rotate Clo ckwjse 




Mortal Kombati Deception lets you save accumulated data to your Nintendo 
Game Cube™ Memory Card. We highly recommend using a Memory Card to 
enjoy the many features youT3 find in this game. 

Data will he automatically loaded from your Memory Card each time you start] 
your Nintendo GameCube™ system. This prevents you from having to go 
through the menus to adjust the settings to your liking each time you want up 
play the game. 

Mortal Kombai: Deception includes a Player Profile and Krypt feature (see 
KRYPT, pg. 10, and PROFILES , pg. 12) that are best enjoyed using a Memory Card. 

If you're using a Memory Card, the game's Autosave feature will automatical- j 
3y save accumulated data to your Player Profile for further use while using the 
Krypt option. Autosave will also save data during ARCADE, VERSUS and 
KONQUEST game modes. 

Along with game features, your adjusted game options are automatically saved: 
as well. Onee saved, the options will automatically he loaded the next time you; 
power up your Nintendo GameCube™ system as long as you have a Memory 
Card inserted that contains previously saved MKD data, 

IMPORTANT 

When you make changes to the default settings for any of the areas within the : 
"Options" menus, these changes will be automatically saved if you're using a 
Memory Card with a previously created Player Profile. When there are 
Memory Cards in both Memory Card Slots A and E r the "Options" settings for 
Slot A will always be used, even if It's set at the default settings. 

Mortal K ombat: Deception requires 1 file and 58 blocks to save to the Memory] 
Card, 














































Kombat 


Al the Main Menu, highlight the option you'd like to select, then press the A 
Button. As you highlight an option, a brief description of its contents is dis- 
J played on the right side of the screen. 


- $RGAPE 

Select a lighter, and travel to many locations. Although (be function of Arcade 

• mode is for playing against CPU controlled opponents, a friend can still grab a 

■ second controller, and press START to join in. You'll go to the Fighter Selection 

• Screen fsee FfGH TER SEL EC I 10N , pg. IS), As you play Arcade Mode, you'll earn 
■■ Koins along the way with each victory (note: be sure to load a profile first, see 

- pg, 12 for details). Obviously, you'll want to win as many matches as possible 
. to collect these Koins and purchase items in the Kryj.it (see KliYFT , pg. 10). 

VERSUS 

Select this option to play against a friend (or enemy). You'll go right to the 
, Fighter Selection Screen (see Fighter Sej,ECT!QN, pg, 3.8), 

■ Press the Z Button to view the Background Selection option. Press the ^Control 
Pad Left or Right to cycle through available arena backgrounds. When you find 

• the background you want to use, press the A Button to regain access Lo the 
t Fighter Selection screen. 

Practice 

Even if you're a Mortal Kombat veteran, you may require some practice, so select 
ibis option, select a fighter and get some praetiee. 

After selecting this option, you'll go to the Practice Mode Fighter Selection 
screen. Highlight the fighters you'd like to use for your practice, then press tire 
A Button, 



you fight, you'll notice that there is no Timer, and the Practice Opponent's 
Health Bar will refill automatically when drained. You can battle as long as yon 
until you're comfortable. Controller buttons appear on-screen as 
you press them, so you can learn which button combinations pro¬ 
duce certain moves. Practice is a useful game mode to get famil¬ 
iar with the fighters. 


4 - 4. 




Chess Kombat 


Mortal Kombat: Deception includes ibis all-new MK game. Up to two 
will Load or Create a team of five fig liters: a GRUNT , SHTFTF.R , 
Champion and Lead er. The object of the game is to fight your way 
the team in an effort to confront and defeat the Leader, 


Once you've created a team, you'll be prompted to Save the team to you* 
file. Select Yes, if you'd like to have the option lo load the team the next time 
you want lo play Chess Kombat, You must have a Memory Card inserted to 
save a Chess Kombat team. 

Setting the Trap 

Before the match begins, you'll be prompted to set a trap on the square of your 
choice. Opposing players that occupy that square die immediately. To set a trap, 
highlight the desired square, press the B Button lo select then press the A 
Button, Also, you can pretend to set a nap by pressing the X Button. A ping 
will sound lo confuse your opponent. Remember, a Trap can only be set on 
your side of the board. 




The Battles 

Each player will take turns moving fighters. Highlight a fighter, then press the 
A Button to make a selection. Al this point, arrows will show you which 
squares are available to move your fighter. Highlight tire square you want to 
occupy, then press the A Button again to move the player. 

Once two opposing players occupy the same square, they will battle in Kombat 
mode to decide who will win the square. 


Spells 


Press the L Button to display the 
Menu. A spell can be used only one time 
during the match, so use them wisely. When 
you select a Spell, on-screen instructions tell 
you how to go about using the spell, 

NOTF. i Spells are cast by the two Sorcerers. 

When they die, their list of spells are no longer available, 

Green Gells 

The Green Cells on the board provide a +100 Health to the player that occupies 
the square. Ah other characters owned by that player receive +25 Health, Tf an 
opponent occupies the green cell, you'll need lo win the square and obtain the 
+ 100 Health for that character, as well as the +25 Damage increase to the resL of 
the characters on the opposing team. 
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Puzzle Kombat 

The objective is to keep the B I.OCKS 
below the red !<A UTION BANNER . The 
banner is located at the lop of the puzzle. 

The user that has Puzzle Pieces above the 
Kami on Banner is the loser, 

A Puzzle Piece consists of 2 objects, com- j 

prised of Blocks, Breakers and I 

BOMBS , Blocks and Breakers can be one of four colors. Colors vary, so keep 
an eye on the '"Next"' window to see the upcoming grouping of Ri .ocks. Bi ocks 
are used as the building Blocks for this mode. Blocks are to be placed at the 
bottom of the screen and can be positioned however you like. 

Blocks can be paired up with other BLOCKS . BREAKERS or BOMBS . 

Breakers 

Breakers are used by dropping them on like colors to remove lhe| 

Hi .ocks from game play. When the Blocks are broken, any Be.ocks 
above will fall down where the previously broken Blocks once exist’ 
ed. Try staging non-matching colored Breakers on top of groups of like col¬ 
ored squares. If you happen to break apart the like-colored group of squares a 
Breaker is resting upon, you'll want it to fall on top of squares of the same 
color, so they will then break apart. This is a Combo that will help boost your 
Super Meter and increase the number of blocks dropped on your opponent. 

NOLL : When you break apart squares, that same number of broken squares 
falls onto your opponents stack, so break apart as many as possible. 

Bombs 

Bombs are used to clear all blocks of one color. This is done by drop¬ 
ping the Bomb on the desired colon When a Bomb touches a specific 
color, it will break ail squares of that color, A BOMB BONUS is per-1 
formed when a Bomb is not dropped on a block or Breaker but on the bottom 
of the puzzle. The Bomb Bonus boosts your Super Meter. 

The Soper Meter 

As you break down squares, your Super Meter will gradually fill up. Once the 
meter is lull, press the B Button to perform your fighter's S_PECJ : AL . Each fight¬ 
er has their own special attack. Remember, you must use your Special within 
20 seconds, 

NO it - Special moves differ based on which character you choose. Characters 
with strong Special Moves will not fdl up Lhe Super Meter as fast as 
other characters, because their Special move lias a greater effect. 
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The Krypt 


The Krypt is an enormous room filled with 40D 
koffins. U sing the Koms you've earned, you 
"purchase" koffins Co open and reveal lhe hid¬ 
den Kontent. Sometimes you'll discover big 
items like new characters or backgrounds to 
fight in, and other limes you'll find something 
small or nothing* 


Before you can enter the Krypt, you must enter your saved player Kode created 
using the Player Profile option (see PROFILES, pg, 12), The Krypt can only be 
accessed if you're using a Memory Card (see SAVE , pg. 6), 

Once you've entered the Krypt, press the ^Control Pad Up, Down. Left or 
Right to move from koffin to kofftn, Press the A Button to open £|, The num¬ 
ber and Koin on the kofftn indicate the amount of color-coded Koins you'll 
need to take a look inside. 


Purchased items, such as sketches and photos, are saved to your profile 
name. You can view them using the KONTENT option on the Main Menu (sec 
Pg- ID- 

To help you find items in this vast area, we've included a Krypi Reference 
Table, pages 13-14, to help you out. It's also available on the internet at 
wvvvv.morta IkombaEdccept ton.com . 

Non■ 
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Konquest 


This is where you'll really learn how to play 
the game. Faced with hundreds of different 
challenges, you'll get instructions and learn 
how to perform all types of different moves 
and fighting styles. Along the way, you'll 
also earn Koins to make purchases in the 
Krypt (see below), 

O n ce y ou've si a r t cd y t>u r K on q u c si, tea d on- screcn Inst ruel ions t o I ea m M or uil * 
Kombat skills you'll need to complete your difficult journey (see KONQUEST : 
Realms, pg. 17, for more information). 

Before you can begin in Konquest mode, you'll need to enter your saved play¬ 
er Kode created using the Player Profile option (see Player PROFILE , pg. 12),j 
Konquest mode can only be played if you're using a Memory Card (see j>4V'E , 
pg, 6 }, 


Krypt Keys can only be acquired in Konquest Mode. 
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i Kontent 


Use (he Kontent option lo view unlocked items, as well as other exiras we've 
included for Mortal (Combat* Deception. 


Characters - View character biographies and 

costumes purchased in the Krypt. 

Arenas - See Arena images and stories purchased 
in lire Krypl* 

Endings - View unlocked character endings earned 
from completing Arcade mode. 

Production Art - View sketches, renders and videos 
you've purchased in the Krypl. 

Movies - View any initially available movies or 
movies you've purchased in the Krypl. 

Photos - View any initially available photos or 
photos you've purchased in the Krypt. 

Soundtrack - Listen to a selection of the music found 
in Mortal Korn ban Deception. 

Krcdits - See those who worked day and night 

to bring you Mortal Korn bat: Deception. 
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Profiles 


With a Memory Card Inserted in Memory Card SIol A or B, yon can create a 
Player Profile and earn Koins w purchase items in the Krypt (see The Krypt ; 
pg. JO), These options allow you to create and manage your saved profiles: 


Create a Profile 

The first step you'll encounter is to give your profile a name* Highlight a char¬ 
acter,, then press the A Button to make a selection. Repeal this process lo spelt 
out your name. Select "SPACE” io place spaces between letters, "BACK/” to 
delete letters and "DONE" when you're finished. 


Choose icon 

Highlight an icon to represent your profile, then press ihe A Button to select. 


Enter a Rode 

Use your controller to select a sequence of button presses to create a Kode that 
will be the password to your profile. As you press buttons, the Kode Window 
will display asterisks until you've completed entering the Kode, Alter you've 
entered a Kode, you'll be asked to confirm the Kode by repeating the sequence¬ 
r's a good idea to write down your Kode on the KRYPT REFERENCE TABLE in 
this manual, pages 13-14, so you won't forget the next time you warn access to 
your prof ile, if you forget your Kode, you won't he able to access your saved 
profile. 


Select Save Location 

Your Memory Card offers 8 slots for saving your individual profiles. Press the 
+Control Pad Left or Right to select the appropriate Memory Card Slot, then 
press the A Button to save the profile. After saving, your icon and profile 
name will be displayed for future reference. 


Profile 

Once you've created one or more profiles, 
view your statistics and how many of each 
type of Koin has been accumulated. Press the 
-(-Control Pad Left or Right to select saved 
profiles (if you have more than tine). 

pELETE Profile 



Press the + Control Pad Left or Right to select saved profiles, then press the j 
Y Button to delete profiles you no longer want* This may become necessary 
once your Memory Card fills up. 


Loflp Profile 

Press the L Button, enter the code, and select a profile. 
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Game Options 


Round Time 

Rounds are timed at 60* seconds. You can set the timer to specific times 
between 20 and 90 seconds, or you can turn it OFF. 


Death Traps 

Some environments have Death Traps, You can turn them On* or OFF . 


On all Options menus (other than CONTROLLER ) highlight an option, then 
press the +Conirol Pad Left or Right to adjust the setting. You can also press 
the X Button if you'd like lo restore the Options to their default settings, 

CjflMEPLfiY 

Kombat, Chess £r Puzzle CPU Difficulty 

Choose from NOVICF, EASY . MEDIUM* . HARD or MAX difficulty, deper 
on your personal skill level. 


Rounds to Win 

You can decide how many rounds you'd need to win in order Lo determine 
winner of a match. Choose 1, 2* or 3 rounds. 

Puzzle Rounds 

Choose the amount of rounds you'll need to win in order to determine the win¬ 
ner of a Puzzle match. Choose 1 or 2* rounds. 



Default Selling 


Blood Level 

You can select the amount of blood spilled during the course of a match. You 
can. select MAX*. Low, Medhjm or turn it OFF completely. Remember, if you 
turn Blood OFF , Fatalities and Hara-Kiri's will not be available. 


— 




Make volume adjustments to GaMF. MlJStC BNVIKONMHNT . ANNOUNCER , 
EhTECt'S and SniFUI . Highlight an option, then press the + Control. Pad Left: 
or Right to adjust audio levels. 


NOTE: If you are using a monaural television and connect the Nintendo 
Game Cube lo this with a stereo AV cable, the game's sound may not be played 
back correctly. Please use a monaural AV cable to connect your Nintendo 
GameCube to a monaural television. 


Video 


Briqut^ess 

Highlight an option, then press the ^Control Pad Left or Right to adjust the 
game's BRIGHTNESS levels. 


Nintendo GameCube Controller 


The Controller Setup menu allows you to configure the Controller the way you 
like. Highlight an action button on the menu, then press the button you'd like 
to use for that action. 

As you change buttons, you'll notice changes to other controls. Obviously, you 
can't use one button for more than one action. You can also turn your 
Controller's Rumble Feature Qn * or OFF by highlighting the option and press¬ 
ing the A Button, 

Repeal this process lor all controls, then highlight PONE and press the A 
Button to return to the Options Menu, tf you want lo start again from scratch, 
select Kt'SLT to return controls to the default sellings, 

* Default Setting 

NOTE : If you already have a profile saved., you'll be prompted to save your con¬ 
figuration to a specific profile. Press the A Button to bring up the Enter KODE 


window, then enter the Kode for the desired profile. The new configuration will 
toad whenever you load that profile. 
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The Story Kontinues. 


An ancient ruler of Out world lias returned from beyond death to claim all of rcal- 
- j ty as his own. The warrior Shujinko has been charged by the Elder Gods to 
recover six powerful items to be used against this foreseen threat. As Shujinko 
j searches through (he realms, his fighting skill grows. Ultimately, he must use his 
. knowledge of kombat to defeat this threat born of deception* 


Konquest Realms 

Explore the realms of Mortal Kombat as Shujinko, "Champion of die Elder 
Gods"* Through his journeys, you will meet many great warriors, and learn their 
* fighting styles. There are many secrets to discover and items to unlock. 


EARTHREALM 

Shujinko begins his tale here in Earth realm, home to such legendary heroes as 
Johnny Cage, Sony a Blade, Jax and Liu Kang* The Thunder God Raiden also 
defends this realm from the forces of evil* 


■ OUTWORLp 

Out world is a realm of constant strife* The Emperor Sbao Kahn claims this realm 
\ as his own and sends his minions to conquer other realms in his name. 

ffETHERRBALM 

The fiery depths of the Netheirealm are inhospitable to all but the most vile, A 
realm of demons and shadowy warriors, the Nelherrealm will leave a lasting 

■ impression on your soul* 


. csBipo, TffB Realm or Orper 

j The inhabitants of Seido prize structure and order above all else...even at the 
•. expense of freedom* The Seidan Guardsmen enforce the law without compas¬ 
sion or leniency* Be mindful of the rules when travelling in this realm. 


Tire Realm or Chaos 

The Realm of Chaos does not abide by the same rules that may apply to other 
realms* In fact, its inhabitants do not abide by any rules whatsoever* Constant 
t u rmo i 1 an d cb an ge are worshipped here * 


BpE^IA 

Majestic Edema has finally been separated from Out world. Although free once 
■ more, they are still under attack from outside forces. Sbao Kahn still lays claim 
to this gem of a world and will slop at nothing to get it back* 



The fjEXUs 

The Nexus was created by the Elder Gods to aid their Champion 
as he searches for the six Kamidogu. The Nexus lies in the Void 
outside reality and acts as a central hub, connecting the realms 
with portals. 



At the Fighter Selection screen, highlight an 
Button to make a selection. Player 1 selects using the Red selection box, 
2 uses the Blue. 


Stage Select 

When in Versus Mode or on the Practice Mode character select screen, press the 
Z Button to bring up the Arena Select Screen. Press the + Control Pad Left or 
Right to view each arena. When the desired arena is displayed, press the A 


The fighter's name and attributes appear 
screen. Locked lighters are darkened 
until they're unlocked* To unlock 
you can accumulate Kurrency and go to 
Krvpt to purchase (see KRYPT , pg* 10), 
most of them get unlocked by finding hidden 
keys in Konquest that got used in the Krypt 
to open special It off ins* 


Button to select it* 


LoAp Profile 

If you've created a Profile (see CREATE PLAYER Frofji.F .* pg. 12), you can load it 
to save fight results to your profile. Press the L Button to bring up (he Enter 
Kode window. Enter your Kodc if a profile has yet to be loaded* If it's entered 
correctly, your profile name will lie displayed. If you want to change the profile l 
name, press the L Button again, then press START to unload the current profile. - 
The profile code window will be available again for you to load another profile, - 



Ranpigap 

The handicap option allows you to 
your match. This means you can 
amount of Health that your fighter has at 
start of a round in order to give a weaker 
iient a more competitive match* Press the 
Button (o display the Handicap window, 
the +Controi Pad Left or Right to adjust the 
handicap's percentage. Your fighter's Health will (hen 
match only* You can choose a value between 10(1% 


adjusted for the next 
Health) and 20%. 


tOAQBRILfq 


Tf two players have loaded profiles with Kurrency, they can bet Korns on a 
Versus mode match, Ai the Fighter Selection screen, both players press the 
R Button to view the wager screen* Next, decide the type of Koin to bet, and* 
the amount (note: you can only bet the type and amount of Koin you have 
saved in your profile). The amount being bet is then instantly removed from] 
each player's profile* 


After the fight, the winner gets credited with the Koin amount 
won. IMP ORTANT: if the match is ended before it's completed 
(like quitting from the Pause Menu), both players lose the Koin 
amount wagered. 
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1^ Mortal Kqmbat 




Fight State 
_i Indicators 
> 


. Combo %" 


Victory Skulls 




Fight. Stale 
Indicators 
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'Round 

Timer 

Fighting Styles 


Roubfp Timer. 

By defoul I, each round has a ROUND TIMER - if the time is up before either 
kombatant has been defeated, the warrior with fewer injuries is declared the 
victor. The winner takes the match and moves on to the next opponent. 

IfiGTORY Skulls 


j Each Lime a fighter wins a round, a VICTORY SKULL is earned. The first fighter 
to earn two (in the default setting) wins the match and is declared the victor. 

Gombo 

To advance your fighting skills to the highest level, you must learn how to do 
Combination Attacks, When a combo is executed, ihe COMBO AiLiTER briefly 
appears to display the amount of damage that has been done to an opponent. 
The more complex the combination, the more damage is done. 

- FiQHTii^q Styles 

Mortal Kombat: Deception includes three Tie HTINC, STYJ.FS per fighter Press 
the L Button during any match to toggle between them. If you often change 
your fighting style to confuse your opponent, you may lose track, so take a 

- quick look at the bottom of the screen to see which fighting style you're cur¬ 
rently using, 

FiqffT State I *i pi gators 

Your Red indicator light conies on when your fighter is attacking. While lit, 
you're vulnerable to his attacks and cannot block them* Your Blue indicator 
light is on when you're stuck in your opponent's combo (like the 
red light, you cannot block the attack). Your Yellow light indi¬ 
cates that you are dose to a hazard within the environment. 



Iif Mortal Kqmbat 



Health Bars 





Combo Breaker —9 
System 
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Health Bars 

In all Mortal Kombat battles, HEALTH BARE in the upper portion of the screen 
measure each warrior's diminishing Health. The meters begin each round 
reflecting Health at 100%, but the amount of Health is reduced with each blow 
taken. The reduction amount depends on the type of attack and whether 01 not 
U was blocked* When a fighter’s Health Meter is depleted, he/she is knocked 
out and the round goes to the opponent, 

Gombo Breaker System 

At the beginning of each round, you're given three Combo Breakers to tise for 
each round during the match. Press FORWARD and BLOCK to break the combo. 
Each lime you perform a Breaker, one of the icons will disappear. 

Bedel Hpda^ge 

in one player Arcade mode, the Level Advance screen will appear between 
matches (as long as you've won the match). U displays your next opponent, the 
light environment and the amount and type of Koins the match is worth 

The TIME displayed top/left of the screen is the cumulative amount of fight 
time for your victories. Each match will get more difficult than the last, so the 
Difficulty percentage is also displayed* 

Modes List 

Discovering and learning fighter moves are a very important part of the 
During a match, press START to view the Pa vise Menu, Select M.0VFS l AST to 1 
view the moves for your character. Press the + Control Pad Left or Right to cycle 
between the three fighting styles and special moves, then press Up or Down to 
scroll through all the moves for that style. 

The Moves List is available in all game modes, including PRACTICE * 
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Bo' Rm Gffo 

Place of Origin -. Out world 
A nr,\'WF\ r T : Good 

A lues ; Kung Lao, Kitana, Lin Kang 6* Li Mei 

Sliaug Tsung, Quart Chi, Baraka & Shaa Kahn 

has given full command of her allied Out world army lo Bn' Rai 
Cho. Although his fight against the Tarkatan hordes does mol go well, 
he %vLEI find inspiration from an unexpected source. 


pmjiou 

Place of Origin : Realm of Order 
Ai.ic,NMF.N'f : Neutral 
.4 LUCS : Darrins & Damasht 
Foes - Holaru 

a former member of the Seidan guard in the Realm of Order, Dairou 
Is a mercenary tmd lakes no sides in the war between Order and 
Chaos, His most recent contract is for the death of Holaru, 


PLACE OF OXlGiN : N el he rrea i m 
Alignment : Good 
,4 11^.ST Shujinko 

Fors : Ermac, Noob Saiboi, Brotherhood of Shadow 

Ash rah is a demon who has discovered a means for escaping the 
Netherrealm,., a holy sword. To achieve her goal of purification, she must 
slay powerful evil by the sword. Each denizen of the Netherrealm she 
defeats brings her closer to freedom. 

R.fl Rtf 

Place of Oft tea r. Out world 
AucmVAJEA'tt Evil 
Allies : Shan Kahn, 

Quan Chi & 

pilUfr Bo' Rai Cho 


Baraka's Tarkatan race is a mutated hybrid of Netherrealm and 
Out world species, A loyal warrior. Baraka faithfully serves 
his new master, the Dragon King, by preoccupying 
Out world opposition with his Tarkatan hordes. 




P^IRRIUS 

Place OF Origin : Realm of Order 
Aut;.VMEiV7T Neutral 
ALLIE S: Havik & Dairou 
Foes : Holaru 

Leader of the Resistance in | lie Realm of Order, Dam us lives a life 
in the shadows. His ambition is to overthrow the oppressive 
regime that strangles freedom. To some he is a hero... but to others 
he is nothing more than a terrorist. 


ElUltfG 


Place of Oiticix : Earthrealm 


Alignml iYT : Evil 
Alufs \ Kano 
Foes . Mavado 


After being ambushed by the Red Dragon member Mavado, Kabal 
has been brought back from the brink of certain death by an 
unknown stranger. He will travel to Out world to shape a new des¬ 
tiny for himself. 


O Kgbr-a 

Place of Or!CSN \ Earthrealm 
ALmM££.T? Evil , 
Allies : Kira, Kabal 
Foes . Shujinko and his allies. 

Kobrp sought to test his koinbat skill. Once lie killed 
his first opponent, however, the lit rill overtook him 
and now victory i,s Ids obsession. Kabal recognized 
the potential of Kobra's brutal nature and enlisted 
him into the new Black Dragon. 
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Place of Ok fab; : Out world 
AtuiXMEKT . Evil 

, 4 U.IFS : Baraka, Shao Kahn & Slung Tsung 
Foes : Kitana 


Created by the sorcerer 5lung Tsung, Mileena has at last fulfilled 
her destiny as KLiana's successor by posing as the former princess. 
She misleads Kliana's military forces in an attempt to give the 
Dragon King the lime he needs to complete his plans. They follow 
her command believing her to be the real Kitana. Only Baraka 
knows the truth behind her deception. 


l^lGHTOOLf 

Pi.acf. OF Ditto I tv : Earth real til 
Alignment . Good 
A u iF..v . Liu Kang, Harden &■ Kuttg Lao 
Foes -. Dragon King & Shao Kahn 

Night wolf has foreseen the coming of the Dragon King in Ms dreams. 

To defeat this new menace, he mnsi corrupt his own soul and enter the 
Net her realm. The process will a tier iris temperament and make him a 
danger to even his allies. He must travel alone if he is to succeed. 


$GQllP[On 

P LAOi OF O'RIGiN : Earlhrea Im 
Anrr.VjUFWT : Neutral 
Allies -. None 
Foes : Quan Clti, Drab min, Moloch 8 Sub-Zero 


In his haste to confront his nemesis. Quau Chi, he was 
ambushed by two Oiii and east mio a powerful so ll In ado. 
He would surely have been torn apart by the souls trapped 
there had he not managed to escape into the Void. K was in 
this place that he first set eyes on the fabled Elder Gods, He 
would be forever changer! by this encounter. 



PLACE OP Origin: E ait It rea I m 
A uCrMMENT : Good 
Ai.1. 1 1 jV-V : Smoke, Frost & Raided 
Foes : Quan Chi, Hotaru b- Scorpion 

While si LLJ in Out world, the Lin Kuei Grand Master, Sub-Zero, 
discovers his true heritage -- tlie source of his mastery over cold. 
Tltis discovery will aid hint in the fight against the Dragon 
King's Tarkatan hordes. 


PlAi.F. OF OfUG is: Out world 
AuamiEXT : Evil > 
A llies : Goro ^ 
Foi'S : Kitana, Raiden &Liu Kang 

His defeat at the hands of the Earthreahn warriors had left him '5/ 
weakened, and his dominance in Out world was waning. 

Kit ana's forces were closing in. It was only a ma tier of lime 
before they would overrun Sliao Kahn's stronghold. Using a 
powerful magical item retrieved long ago by bis minions, he cre¬ 
ated a clone of himself to draw his enemies' attention while he 
escaped into the wild. When he lias regained his strength, he will 
destroy all who have opposed him. / 


Place of Prices : Out world 
ALtGNMEST : Evil 
Alues: Shao Kahn 
FoFS : Baraka & Kitana 


Shao Kahn found him near death upon the battlefield.Though 
he was not wearing It is armor, Goro recognized his voice; it 
was truly ’him. febao Kalin used what little power he had left 
to revive Goro. He asked Goro to join him once again and aid 
in destroying a rising power in Out world. In return, he would 
give lhe Shokan favored status and banish the Centaurs. Goto 
accepted his offer. He placed a royal seal on the disfigured 
corpse of a fallen Shokan warrior, and together they fled into 
hiding to regain their strength for the coming hat Lie. 
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MIDWAY HOME ENTERTAINMENT INC warrants to the original purchaser of this 
Midway Home Entertainment Inc, software product that the medium on which this 
computer program is recorded is free from defects in materials and workmanship for 
a period of ninety (90) days from the date of purchase. This Midway Home 
Entertainment Inc. software program is sold "as isT without express or implied war¬ 
ranty damages of any kind, and Midway Home Entertainment Inc. is not liable for any 
losses or damages of any kind resulting from the use of this program. Midway Home 
Entertainment Inc. agrees for a period of ninety (90) days to either repair or replace, 
at its option, free of charge, any Midway Home Entertainment inc. software product, 
postage paid, with proof of purchase, at its Factory Service Center. 

This warranty is not applicable to normal wear and tear, This warranty shall not be 
applicable and shail be void if the defect in the Midway Home Entertainment Inc, 
software product has arisen through abuse, unreasonable use, mistreatment or neg¬ 
lect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REP¬ 
RESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
Midway Home Entertainment Inc, ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE 
LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THIS Midway Home Entertainment 
inc. SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limi¬ 
tations and/or exclusions of liability may not apply to you. This warranty gives you 
specific rights, and you may also have other rights which vary from state to state. 


Midway Home Entertainment Inc. 
Attn; Tech/Customer Support 
PO Box 360839 
Milpitas, Ca 95036-0339 
www.midway.com 


Midway Customer Support 
(408) 473-9499 

10:00am - 6:3Gpm / Pacific Time 
Monday - Friday 
Email: support@midway.com 


Hints and Ups 

Far ibe hottest tips and codes for Midway garr^es. call MKHMH-rwr (446tfL&itomated lips m\ 
codes are available 24 hours a day, 7 days a wreak. The cast Ibf auton'iaieci hints is $1.50 jjw 
minute, live operator support is available Monday though Friday from ID am- to 6:30 pm 
: acific Time. You must be 1 8 years o( age or older or have parental carcsont to cal l Mns nu m 1 
net, A touchtpne phone jg required. Messages are sutyect to change without nollce. 





28 



4 J 4 4 ' 4 4 4 4 4 4 4*44 


# 4 












































































- rn— -— 

• * m r * tt W a 



AW, 
Arch, Rivals 
Championship Sprint 
^MSaUj2M2K 
Gauntlet tit* 
H^rdjOrl gjnrfv 
I Kozmih Kroozir* 

Mortal kotitpatt l 

ft 1 1. ri li'u'w ‘ -WnA 

wmmm 

Ptt Fighter 
Rampage World Tour 


Timbers 

li/iViTn 


IXenop7ioi^ 




Bland and Gftrn 
Drug Reference 
Intense Violence 


Srr 

if =■■ 

1515 

■: 


fiS^L 

r-- 

A 

St 

ill 

=>WEz 


Cft>M!DWAY 

Midway Homo Entewtammant Inc.. B 75 Sycamore Drive, Milpitas, CA 9 S 035 

Mortal Kombal-w Deception& 2 D 05 Midway Amursoment Gamas, LtC All rights rosorvod MORTAL, KOmBaT, the dragon lego, 
MIDWAY, and the Midway logo am registered iraocmarts ol Midway Amusement Games, LlC, MORTAL KOMBAT DECEPTION, toe 
M m a clfdft logo and afl chiracrm u.in!. -■ •■. ti.-.-;. -*t, ,-.i Midway Amvsament Games, LLC, an rights reserved. Used by 

permission Includes LogjtoefrS' USB Audc Technology Midway Arnysemem Games, LLC and its artrhares oq not monitor, endorse or 
accept fesponsbility for toe contenl ot eny non-Widway website, Distributed under license by Midway Home Entertainment too. Area 
Si s a registered trademark at Midway Games West Fnc. 




PRINTED IN USA 
























































